KALABRIASZ

player to a trick must play a higher trump if able to, but
he must follow suit in any case.

A trick is won by the highest card of the suit led. But if
a trick contains a trump, that trump wins. If a trick con-
tains 2 trumps, the higher trump wins. The winner of a
trick places it face down in front of him and then leads to
the next. This continues until all 9 tricks have been played,

A             When all tricks have been played, each player looks

Scoring through his trick pile for certain counting cards and scores
for them. These are jack of trumps (jasz), 20 points; nine
of trumps (menel), 14 points; ace of any suit, 11; ten of any
suit, 10; king of any suit, 4; queen of any suit, 3; jack of
any suit but trumps, 2.

For winning the last trick, a player scores an additional
10 points. Altogether there are 162 points to be won iii
tricks and "last."

If the bidder (trump maker) scores more in melds and
points won in play combined than opponent did, each
receives credit for his own score. But if opponent's score is
higher, opponent receives credit for his own points plus the
points bidder scored. Bidder in this case is said to have
"gone bate."

If the scores of both are equal, then opponent scores his
own points, but bidder scores nothing at all, not even any
melds he may have made. This is known as "half bate."

Some play that in the case of a tie, opponent of the
bidder scores the total of both players' points as though
bidder has gone bate.

JQ            First player to reach 500 (or 300) points wins. If both

Game   players reach game in the same deal, the one with the
greater number of points is the winner.

If a player receives too many -cards in the deal, opponent
cUitional    draws the excess, discards them and may look at them. If
Rules   a player receives too few cards, dealer supplies the deficiency
j*   j.      from the top of the deck.

If dealer exposes his own card in the deal, he has no
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